worthy player, activity in theamygdala
- a part of the brain linked to process-
ing. threats - became strongen
patterns of the activity also becam
more similar to those that occurred
when first learning about the !mtrust~
wortly player. g :
The team also found: pamcrpams
were more lxkely tochoose a stranger

witha Tesemblance toa tmstworthy 3

man if patterns of activityin part of
the brain involved in the reward Sys-
tem were more similar to those when
- leammg about the trustworthy player
in the first task.

-
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A face you can

trust? Study

shows how we
put our faith
in strangers

Nicola Davis

Fromgettingintoataxito askinga fel-

low train passenger to keep 2 aneyeon

yout l)_.rggage while buymg a coﬁ‘ee

‘we havea]] put our trust m those we

reSea:chers have nevea!ed
sare morehkely tobe tristed

if they Jook like someone who has

earned your trust before, and i note

,hkelytobe distrustedif they resemble

someone who betrayed you. .

- “Whatwe wanted to figure out was
what happens when YOu COTIIe acTOss
somebody for the first time;” said Dr
Oriel Feldman Hall, a social neurosci-
entist from Brown Umvésaty, who
co- aut'ho’r-'ed the report.

Writing in the journal PNAS the
team ofresearchersin the US said they_
asked 29’ pammpants toeither keep $10
(£7.10) orinvest all or part of it in one
of three men they did not know but
whose photographs theywere shown.

- Over the course of 45 games, 15 for

each photograph pamapants discov-

ered that while one of the three men

: Erequently shared the: retuin on the

investment, another only spht ‘the

‘return 60% of the time, while the thrrd'
j very rafely shareditatall .

“A'second experiment asked part:c1~

_pantstopicka  partner for anew game:

eithera pIayer whose face they could
not see, or a player whese face they
were shown in a photograph.-While
four were totally new faces, 54 pho-
tographs were images that ‘had been

_tinkered with to revive memories of
- .~players from the previous game.

The results showed that theé

3 more a possible player looked like a
_previously trusted individual, the

elikely they weretobe selected for

‘the next task, while an even stronger

effect was found for those who
resembled the untrustworthy man in
the initial game: While about 55% of
participants chose the faceless player
when the altemative picture bore the
least resemblance 16 the previous
men, just over 68% turned down the
player if he bore any resemblance to
the untrustworthy man. :

The team then carried out the same
experiments with 28 new participants,
while brain scanningtook place. Asthe
image of the potential candidate was
tweaked tolook miore like the untrust-



